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OBJECTIVE 


Your objective, as Tal, is to breve the maze of the evil forest, find the anti¬ 
radiation suit, and make your way into the stronghold of the alien oppressors. In 
the stronghold you must enter the generator room where you’ll destroy the aliens' 
power source. 

Throughout your journey you will have to contend with many deadly creatures and 
objects including mutated wildlife, acid rain, and enemy patrol drones. You must 
either avoid or destroy the obstacles in your path by jumping over or throwing 
rocks at them. 

Once you've found and energized the suit, you must find all its attachments in 
order to survive. The closer you get to the aliens' power center, the higher the 
level of radiation becomes and the deadlier your foes become. 


GETTING STARTED 

For the Commodore 64 /128 

• Set up your Commodore 64/128 computer as shown in the owner’s 
manual. (Note: For Commodore 128, set system to C64 mode.) 

• Turn on your computer and disk drive. 

• Plug your joystick into Port #2. (for 2-player games, plug your second 
joystick into Port #1.) (Refer to your KEYBOARD COMMAND CARD 
for key commands.) 

• Insert your RAD WARRIOR disk into the disk drive, label side up, type 
LOAD “*”,8,1 and press RETURN. 

With the FAST LOAD Cartridge : 

• Turn ON the computer and disk drive. 

• Insert your RAD WARRIOR disk into the disk drive, label side up. 

• Press the C= (Commodore) key and the RUN/STOP key to load the pro¬ 
gram. 
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For the Apple II series 

• Set up your Apple II computer as shown in the owner’s manual. 

• Plug your joystick in as shown in the owner’s manual (or refer to the 
KEYBOARD COMMAND CARD for Key commands). 

• Insert your RAD WARRIOR disk into the disk drive, label side up. 

• Turn the computer and disk drive ON. 

For the IBM PC and compatibles 

• Set up your IBM PC or compatible as shown in the owner’s manual. 

• Plug in your joystick as shown in the owner’s manual (or refer to the 
KEYBOARD COMMAND CARD for key commands). 

• Insert your DOS disk into the disk drive (Drive A on a two drive system), 
and turn ON your computer. 

• When DOS is loaded, insert your RAD WARRIOR disk into the disk 
drive, label side up. 

• Type the command RADWAR. 


Joystick Instructions for Operating TAL: 

• Press the joystick UP to Jump Up. 

• Press the joystick DOWN to Crouch Down or to pick up an object. 

• Press the joystick LEFT to Run Left. 

• Press the joystick RIGHT to Run Right. 

• Press the FIRE BUTTON while running to jump up. 

• Press the FIRE BUTTON while standing to Throw a Rock. 

• To Enter the Armor, walk in front of it and face forward. 

• To Depart from the Armor, run right or left. 

• Press Q to Quit the game and Restart. 


Tal’s Journey 

See the Map (page 10) to get an idea of the location of the suit of armor and all the 
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necessary attachments. Without the suit of armor, rocks and agility are your only 
defense. 

Your first goal is to find the suit of armor and put it on to energize it. Once the 
suit is energized, the control panel at the bottom of the screen will be activated. 
From that you can tell the armors’ energy level, Tal’s stamina (at zero he falls to 
the ground in exhaustion), and the score. You also can see the attachments you 
have picked up, the radiation level, and messages. 

Your second goal should be to find the anti-gravity boots and bring them back to 
the suit. With the suit and boots, you will be able to fly. (Watch your energy 
level and be sure to pick up any energy packets you see on your journey.) 

Other Attachments you should pick up include: The Laser (L), Transporter (T), 
Implosion Mines (M), and Shields (S). 


ENEMIES 

On your journey, beware of the following things: 

• Patrol Leader Drones : The toughest of four types of drones, hard to 
destroy and the biggest energy drain. 

• Patrol A and B Drones : Easier to destroy and less of an energy drain. 

• Indestructible Search and Destroy Drones : Indestructible drones that 
drop bombs...but you can destroy the bombs. 

• Alarm Droids : Calls other droids to you, destroy it fast or move to 
another screen quickly. 

• Mutant Flies. Jugoids. and Subtains : All destroyed fairly easily with 
rocks or laser blasts. 

• Acid Rain : It’s lethal and indestructible. 

• Sloths : Clinging to foliage, they’re lethal and indestructible. 

• Indestructible Collaborator Gunners : Shoot fire plasma bolts. 

• Flame Dragons : Found above the city in the volcanic areas, spitting out 
gaseous flames. They drain your energy fast. 

• Hydraulic Spikes : In the volcanic area, they’re energy draining and un¬ 
stoppable. 
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If you can make it past all the hazards and destroy the aliens’ power center, your 
people will be freed and the human race will be saved. If you fail, your people are 
DOOMED to a life of enslavement and misery. 
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MAXX OUT! - A brand new wave of fun. 

• Spy vs. Spy III, Arctic Antics The two super-cool sleuths from Mad 
Magazine slip, slosh and slide through chilly booby traps in search of a 
spaceship built for one. 

• Boulder Dash Construction Kit M - Use a “lode” of mine dwellers, boul¬ 
ders, and magical walls to create your own den of doom. Includes 15 pre¬ 
programmed mazes to play, link together, or customize. 

• Spiderbot v - You’re merely a spider-droid in an insect infested jungle. 
“Web-net” enemy insects, collect parts and transform into Spiderbot, a 
defender against a jungle-wide chemical disaster. 

• Deflexor w - Ready or not here they come. Play ball against a wall of bricks 
behind which lie killer bees, speedy missiles, and slime spewing blobs. 
Features expanding paddles, glue paddles and much more. Multiple levels. 

Watch for more Maxx Out! titles. 


LIMITED WARRANTY 

EPYX, Inc. warrants to the original purchaser of this EPYX software product that the medium on which this computer pro¬ 
gram is recorded is free from defects in materials and workmanship for a period of ninety (90) days from the date of purchase. 
This EPYX software program is sold “as is," without express or implied warranty of any kind, and EPYX is not liable for any 
losses or damages of any kind resulting from use of this program. EPYX agrees fora period of ninety (90) days to either repair 
or replace, at its option, free of charge, any EPYX software product, postage paid, with proof of date of purchase, at its 
Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect in 
the EPYX software product has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN 
LIEU OF ALL OTHER EXPRESS WARRANTIES AND NO OTHER REPRESENTATION OR CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE EPYX. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. ARE LIMITED TO THE NINETY (90) DAY 
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL EPYX BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGE RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS EPYX SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of liability may 
not apply to you. This warranty gives you specific legal rights, and you may also have other rights which vary from state to 
state. 

Original game by Palace Software Ltd. London. Apple conversion by Craig Seastrom. IBM PC version by Designer Software. 

RAD WARRIOR is a trademark of EPYX, Inc. Commodore 128 is a trademark and Commodore 64 
is a registered trademark of Commodore Electronics Limited. Apple II is a registered trademark 
of Apple Computer, Inc. IBM PC is a registered trademark of International Business Machines 
Corporation. Fast Load Cartridge is a trademark of EPYX, Inc. 
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